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This article is an expansion based on a canon element. For 
canon information on this topic, follow the link to The Witcher 
Wiki: Dwarf. 


This article is part of the N 
Unless you are a Neververse Sapkowski Scholar, enjoy 
but do not edit. 


Dwarves (Old Dwarvish: SGmaz, "the equal/alike 
ones") are one of the humanoid races. Together 
with gnomes and they are called the Elder 
Races, and along with gnomes they were one of 
the oldest sentient races on the Continent. 
Dwarves are often excellent soldiers, artisans and 
businessmen. While they tend to be uncouth, they 
are also jolly and cheerful. 
Classification Humanoid 
The official motherland of (western) dwarves is 
Species Dwarf 
. These dwarves, who chose to live 
outside Mahakam (or descendands the ones who Subspecies Mahakamer 


stayed behind during the migration northwards) 
Talanyin 


are called Borgese, "city-dwellers”. Like other Deneg 


nonhumans, dwarves are often persecuted by 
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Traits 


Stats 


Strong: +2 STR, +2 
Tough: Spending much of their time in the mountains and mines, dwarves are naturally 
tough skinned. They gain a damage reduction of 2. 


Crafter's Eye: With their eye for fine detail and appraisal it is hard to bluff a dwarf. +2 to 


Unfettered by the Sun: Dwarves can spent long times without direct sunlight, the lack of 
it not affecting their mood or body (unlike humans, for example). They can exist in caves, 


mines and underground cities for long stretches of time without their mind and body 
suffering from lack of sunlight. 


Professions 


e Dwarves cannot be any profession that requires an inner gate. 


History 6 


Dwarves arrived on the Continent between three to four-thousand years before the arrival of 


humans. 


The original homeland 6 


The dwarves did not originally inhabit Mahakam, even if they prefer humans think so. Originally, 
the dwarves lived in a region called Goratakam (The Land of the Forts) or Fadir Barag (The 
Father's Dwelling), situated in the plateau of what's today Gurtan between Vicovaro and 


Melukka. 


The dwarven migration (-2643) © 


For reasons shrouded in mystery, the dwarves left Fadir Barag behind. While the majority of the 
dwarven people marched northwards, along the mountains of Etolia, Gemerra, Ebbing, Metinna 
and beyond, a smaller group of families chose to wander east - travelling along the edges of the 


region that would later become the Great Korath Desert. 


The northern wanderers arrived in the Amell Mountains around -2443 of the human calendar. 
About 50 years later the first dwarves set foot into Mahakam, which had, alongside high 
quality iron ore, a mineral the dwarves found unique enough to stay for - Dimeritium. They had 
encountered Gnomes on the way before, their contact friendly and beneficial for both sides, so 


the gnomes that already lived in Mahakam were incorporated into the new homeland. 


The eastern wanderers took longer, and wandered further. They moved past the mountains of 
Zerrikania until they found their new homeland amongst the mountains of Buyan, in what 
would later be known as Bia Thin. They named it Tala (-2286), and much like their distant 


cousins they stayed for a very unique find among the mountains - Orichalcum. 


Mahakam, anew home 6 


The dwarves soon settled down in their new home, which they dubbed Mahakam. The families 
that had come to be during the wandering each picked a part of their mountain home and 
established themselves there. The most imposing of mountains was chosen as the site of their 


new capitol, Mount Carbon. 


It is during these early years that, supposedly, the dwarves ran into two entities that later 
became part of their religion - Har and Fullangur. Some dwarven scholars speculate that these 
were actual living entities, as most Elder Race members only believe in what they actually met 


or still can meet in theory (like Dana Maedbh). 


The dwarven calendar, along with the Foredwarves Codex, were also created in order to govern 
both the people and keep proper records of all events down the line. Unlike the human 
calendar, dwarves do not use months, their calendar only uses years and days to highest 


precision. It was the first Elder-in-Chief, Rhundurin, who is mostly credited for these cultural 


breakthroughs. He was raised to divine level after his death, a honored ancestor. 


Tala Balak, home in the east 6 


In Talangag, the eastern descendant of the Old Dwarvish, "Tala Balak" can be intepreted as 
"Ground Mountains" or "Bead Mountains", named such after precious pebbles (of jade, obsidian, 
and orichalc) that could be found in great abundance scattered around the ground, which gave 


birth to the tradition of adorning one's beard with beads made of those. 


Culture 6 


Religion 6 


The Mahakaman dwarven pantheon encompases the faith in the primary ancestors and entities 


proclaimed divine: Bloemenmagde (Dana Maedbh), Har, Rhundurin and Fullangur. 


Technology 6 


Dwarves generally wield axes in battle, though they are known to wield cutlasses, crossbows, 


bows, and martels (war-hammers). 


Their mountain fortifications are unparalleled engineering marvels. Thanks to a system of 
furnaces, boilers, and reinforced gutters, every passageway into the fortress can change into a 
deadly trap in the blink of an eye. While mining and moving minerals in their many mines, 


foundries, forges, and ironworks, large carts are used by the dwarves as transport. 
They also create Mahakaman Mix, a highly volatile explosive that is useful during sieges. 


Society & 


Throughout the expansion of humans from the First Landing, dwarves have integrated into 
northern society, often peacefully living in large cities, such as Novigrad, or even small villages. 
As the racial prejudice grew on the Continent, in the years following 1263, many chose to join or 
aid the the newly created Scoia'tael, mixing with other nonhumans to eventually wipe out the 
human race. For the violence shown from the Scoiatael, the human hatred for the dwarves 
grew stronger, and they often faced persecution for simply existing, in the form of violent 


pogroms across the North around 1267 onwards. 


Characteristics 6 


Dwarves are short and stocky, generally around the height of a human male's chest. They are 
more sturdy than humans, which makes them tougher and stronger, a key factor that makes 
them ruthless in combat. Their endurance also plays a large part; even fully laden dwarves are 
capable of marching over 30 miles a day. They usually grow long beards, which the women are 


also fully capable of growing. 


Once at waist level, generally occurring around the age of 55, dwarves are considered mature. 


Female dwarves have a reputation from humans to be extremely unattractive, and are 


generally only desired by male dwarves, despite the males believing otherwise and being very 


protective of their wives and daughters. 


Gallery 6 


Notes o 


e Most likely dwarves counter the lack of sunlight (vitamin D3 deficiency) by eating organ 
meat (especially livers). 
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